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Setting Up 
1 Make sure the power switch is off on your Super Nintendo 
Entertainment System. (Always make sure your system is turned off 
before inserting or removing a Game Pak. 
2 Insert the HardBall [/ Game Pak into your system by following the 
instructions in your system manual. 


3 Plug a controller into port 1. For two players, plug a second con- 
troller into port 2. If you have a mouse, plug it into port 2 to use for 
menu selections. To use mouse, move cursor to menu button and 
press either mouse button. 


4 Tur the power switch on. (If nothing appears on screen, re-check 
your Game Pak to make sure it is inserted properly.) 


5 Press START at the Title screen. 
Taking Control 


Control Pad 

Highlights menu selections. 

Selects a swing when batting. 

Advances to the next base when running. 

Used with Button A, retreats to the previous base. 
Leads-off. (Tap the button once or twice.) 

Steals. (Hold down the button.) 

Selects a pitch when on the mound. 


Selects an area of the plate at which to pitch. (During pitcher's 
windup, how long you hold down the button determines how far 
inside/outside or high/low the pitch will be.) 


® Moves the highlighted fielder toward the ball. 
™ Selects a base to throw to when fielding, or on a pickoff attempt. 


START 

® Calls a timeout and brings up Scoreboard/Lineup screen, 

™ Selects default menu item and starts or returns to game quickly. 
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Button A 

@ Selects a highlighted menu item. 

® Swings when batting. 

® Pitches when on the mound. 

® Throws when fielding. 

® Switches highlighted player when fielding the ball. 


Button B 

® Cancels a menu selection and returns to the previous menu. 
®@ Leap or dive for ball while fielding. 

® Aborts game/batting practice from Scoreboard/Lineup screen. 


Quick Start 


Note: Certain options, such as Abort Game, wil! prompt you to 


contirm the selection by choosing OK, or abort the selection by 
choosing Cancel. 





1 Press START at the Title screen to display the Main Menu. The first 
box on the left, Exhibition Game, is highlighted. 

2 Press Button A to go to the Exhibition Pre-Game screen. 

3 Highlight Choose New Teams, and press Button A. The Team 
Selection screen appears, listing the available teams. 

4 Choose your Home Team by selecting any team (Control Pad to 
highlight, and then Button A to select). The Team Summary screen 
appears. 

3 Highlight Select, then press Button A to return to the Team 
Selection screen. The Home Team is selected and ready to play. 

6 Repeat steps 4 and 5 to select the Visitor's Team. You'll return to the 
Exhibition Pre-Game screen. 

7 Select Options to view the Options Menu. 





8 In the Controls box, highlight the team you want to control. Press 
Button A until the game-control icon you want (Control Pad 1 or 2, 
or computer) appears next to the team name. For example, if you 
want to use Control Pad 1, press Button A until the Control Pad | 
icon appears. 

9 Highlight the opposing team and press Button A until the game- 
control icon you want for your opponent appears. 

10 Highlight OK and press Button A to return to the Exhibition Pre- 
game screen (or press START). 

1] It's game time! Select Play Ball! or press START to begin the 
Exhibition Game. 


The Batting Options Window 





Fig. 1 Batting Options Window 


If you chose to control the Visitor's Team (step 8 in the previous sec- 
tion), you'll be at bat. (If you chose the Home Team, you'll be on the 
mound. ) 


Note: Press START at any time during the game to call a time out. 
You'll go to the Scoreboard/Lineup screen. Highlight Play Ball! 





and press Button A (or START) when you re ready to resume. 


The Batting Options window shows the batter's name, uniform number, 
batting average and hits-to-at-bats ratio for the current game. It also lists 
three types of swings and a strategy option. 


If you're playing against the computer, you must select Power, Contact 
or Bunt before the pitcher will deliver the ball. To initiate a swing: 
1 Select your swing type: 
® Power: Press and hold the Control Pad » and press Button A. 
= Contact: Press Button A. 
® Bunt: Press and hold the Control Pad «and press Button A. 
2 The batter steps into the box and the pitcher throws the ball. (In two- 
player games, your opponent must select a pitch before the pitcher 
will throw the ball. See The Pitching Options Window, pg. 7). 
3 Press and hold the Control Pad in the direction of the area of the 
plate in which you want to swing and press Button A to swing. 
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Fig. 2A Fig. 2B 
Batter View: Pitcher vs left-handed hitter Batter View: Pitcher vs right-handed hitter 
Pitcher View: Pitcher vs right-handed hitter Pitcher View: Pitcher vs left-handed hitter 


4 Repeat steps | through 3 before every pitch. 


le +» Wikhan «a 2 To armac arainct | Arr ae oe ee oe 
Note: When at bat in games against the computer, the Pitching 


( )ptions window appeals before everv pitch. If vou set a chance to 


glance at It, you Il see the types of pitches that pitcher can throw, 
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The Batting Strategy Window 






Fig. 3 Batting Strategy Window 


To select the Strategy option from the Batting Options window (Fig. 3), 
press and hold the Control Pad v and press Button A. (The Batting 
Strategy window appears automatically if runners are on base). When 
the window appears, you can choose: 


Instant Replay: Press and hold Control Pad a and press Button A. 


Hit and Run (requires at least one base runner): Press and hold the 
Control Pad > and press Button A. 


Select Swing: Press Button A. 


Steal (requires at least one base runner): Press and hold the 
Control Pad «and press Button A. 


Double Steal (requires runners on Ist/2nd base or 2nd/3rd base): 
Press and hold the Control Pad v and press Button A. 


Squeeze (requires a runner on 3rd base): Press and hold the 
Control Pad v and press Button A. 


1 :* ere are Mo ers OF] Ddase@, O — WIlStellit INCUIdy « 
Note: If there are no runners on base, only the Instant Replay and 





Select Swing options will be available. 


Running Bases 





To advance, press the Control Pad toward the next base. 


To retreat, press and hold the Control Pad toward the previous base, 


and then press Button A. 


® To lead-off, tap the Control Pad once or twice in the direction of the 
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next base. 

















wy 


® To steal, press and hold the Control Pad in the direction of the 
next base when the pitcher begins his windup. 


The Pitching Options Window 





Fig. 4 Pitching Options Window 


If you chose to control the Home Team, your pitcher takes the mound. 
To pitch: 


1 Press and hold the Control Pad in the direction of the pitch you 
want and press Button A. (Every pitcher will have a unique set of 
four pitches, ranging from his weakest to his strongest pitch.) 


\ AT o * =| a at 
\ I j ‘ i or | KESI L 


he 
ADE ot ee ee 
“— olrongest 





2 After your opponent selects a swing, the batter steps into the box. 

3 To pitch, press and hold Button A while holding down the Control 
Pad in the direction of the area of the plate you want the ball to go 
(refer to Fig. 2A & 2B, pg. 5). How long you hold down the Control 
Pad during the windup determines how far inside/outside or 
high/low the pitch will be. 


4 Repeat steps | through 4 for every pitch. 









To attempt a pickoff, hold down the Control Pad in the direction of the 
base you want to throw to, and press Button B (i.e., in pitcher's view, 
press «to throw to Ist base. In batter's view, press » to throw to Ist). 
The attempt will always be on the lead runner (or on Ist if runners are 
on Ist and 3rd). You must select a pitch before attempting a pickoff. 


The Pitching Strategy Window 


Press and hold the Control Pad v and press Button A to select the 
Strategy option. The Pitching Strategy window appears (Fig 6). 





Fig. 6 Pitching Strategy Window 
Choose any one of the following options: 
® Instant Replay: Press and hold the Control Pad a and press 
Button A. 
® Walk Batter (intentional walk): Press and hold the Control Pad > 
and press Button A. 
Select Pitch: Press Button A. 
IF: Normal (position infielders): Press and hold the Control Pad « 
and press Button A until you see the infield alignment you want. 


OF: Normal (position outfielders): Press and hold the Control Pad 
v and press Button A until you see the outfield alignment you want. 








Note: See Positioning Your Fielders, pg. 15, for descriptions of 


the infield and outfield alignments. 





Fielding 


® Press the Control Pad to move the highlighted fielder to the ball. 

® Ifa player is close to the ball, you can press Button B to make him 
dive or jump for the ball. If the ball passes him and moves closer to 
another fielder, press Button A to switch control to that player. 


Note: Use the fielding marker as a visual aid to put your man in 





the right spot for catching the ball. See Levels of Play, pg. 18. 





® To throw to a base, press and hold the Control Pad in the direction 
of the base and press Button A. 


Instant Replays 
1 Assoon as the play is over, select the Strategy option in either the 
Batting or Pitching Options window. 
2 Select Instant Replay from the Strategy Menu. The first frame of the 
last play will appear, along with the Replay control panel (Fig. 7). 





Fig. 7 Instant Replay Screen 


3 Use the Replay control panel to review any play: 
® Press and release the Control Pad to view the play one frame 
at atime. Press the Control Pad » for forward or < for reverse. 
@ Hold down the Control Pad < or» to advance through the 
play, forward or reverse, at normal speed. 
® Hold down Button A while pressing the Control Pad < or > to 
view the play at fast speed. 




















® You can relocate the control panel by pressing and holding the 
Control Pad a or vy. To move it left or right, press the Control 
Pad a or ¥; then, while the panel is moving, also press the 
Control Pad < or >. 


4 Press Button B to return to the game. 
Making Substitutions 
1 Press START to go to the Scoreboard/Lineup screen (Fig. 8). 





Fig. 8 Scoreboard/Lineup Screen 
2 Select your team’s logo. The Roster screen appears. 
3 Select Sub Players. 
4 Highlight the player you want to remove and press Button A. 
9» Either on your bench, or in the bullpen, highlight the player you 
want to insert in the lineup and press Button A. The players will 
exchange places. 


Note: A player removed from the game cannot return. An "x" will 





appear next to his name on the roster. 


In the Bullpen 

To go to the bullpen: 
1 Press START to go to the Scoreboard/Lineup screen. 
2 Select your team’s logo to display the Roster screen. 
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3 Select Bullpen Status to display the Bullpen Status window (Fig. 9). 


At the top of the window is the On The Mound box, which lists the 
following stats for your current pitcher: 


® Right-handed/left-handed (T) 
® Win/loss/save record and ERA 
=® Current status: OK — pitcher Is strong; Tiring — start warming up 


a reliever; Fatigued — time to substitute; Exhausted — pitcher 
will be getting shelled 


® Total number of balls, strikes and pitches thrown 





Fig. 9 Bullpen Status Window 
4 Select Warmup to begin warming up a new pitcher. 


5 When prompted, highlight the pitcher you want and press Button A. 
The words “Warming Up” will appear next to his name. 


Note: A pitcher needs to warm up one inning. Bring him in early, 
a J 





or let him warm up too long, and his control may be affected. 


Substituting a Pitcher 
To bring in a new pitcher: 
1 Select Substitute in the Bullpen Status window. 


2 When prompted, highlight the pitcher you want to bring in and press 
Button A. The current pitcher will be relieved by the new pitcher. 
3 Select Return to exit to the Roster screen. 


1] 





Viewing the Box Score 
To check the box score of the current game: 
1 Press START to display the Scoreboard /Lineup screen. 
2 Select Highlights. 
3 Select Box Scores. An up-to-the-minute box score for the current 
game will appear (Fig. 10). 





Fig. 10 Box Score 


4 Select Highlights to return to the Highlights screen, or select 
Return to go back to the Scoreboard/Lineup screen. 


Setting Up an Exhibition Game 
Highlight Exhibition Game on the Main Menu and press Button A. 
The Exhibition Pre-Game screen appears (Fig. 11). 





Fig. 11 Exhibition Pre-Game Screen 
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Choosing Your Own Team 


The Exhibition Pre-Game screen shows the currently selected teams. 
Select START if you want to play with these teams. If you want to put 
your favorite clubs out on the field, see Quick Start, pg. 3, steps 3 - 6. 





Notes: 


lf you want to edit the team’s roster or use the Edit option, do so 
before choosing Select. See Editing the Team Roster, below. 
Edits made to an Exhibition Game team will not be saved after the 


current game. 

if you own the team you select (see Buying & Selling a Team, 
pg. 21 and want to edit individual players, see Editing Teams & 
Players, pg. 21 & 24. Player edits made in an Exhibition Game will 
return to the default settings after the current game. 


Editing the Team Roster 

You can edit the team roster for an Exhibition Game, although your 
edits will not be saved after the current game. (Edits will be saved in 
League play until power down). To view your team’s roster, select 
Roster on the Team Summary screen. 





Fig. 12 Roster Screen 





The next section explains how you edit the Roster screen. When you're 


finished, select Return to go back to the Exhibition Pre-Game screen. 
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Viewing Player Statistics 


When you highlight a player on your roster, a baseball card appears 
showing his picture and valuable information (Fig. 13). 





Fig. 13 Baseball Card 


The stats displayed on the right side accumulate as the season 
progresses and cannot be modified. 


Making Substitutions 
To replace a player in the Lineup box with one from your 
bench/bullpen: 
1 Select Sub Players. 
2 Highlight the player you want to remove from your starting lineup 
and press Button A. The player's name will change color. 
3 On the bench/bullpen, highlight the player you want to insert into 
your lineup and press Button A. The players will exchange places. 


Setting Your Batting Order 
The Lineup box also lists the batting order. To change it: 
1 Select Batting Order. 
2 Highlight the player in the starting lineup you want to move and 
press Button A. The player's name will change color. 


3 Now highlight the location in the lineup where you want the 
selected player to bat. Press Button A again. 


4 Repeat steps 2 and 3 until you have the batting order you want. 


14 





Ke 


Positioning Your Fielders 


You can chose from 11 different fielding alignments (five for outfield, 
six for infield) to position your fielders. 


OUTFIELD INFIELD 
Normal _ Right Normal Guard Lines 
In Custom In Hold Runner 
Left Double Play Custom 


Note: Only the Custom alignment can be changed. 





To view the different fielding alignments: 


1 Select Fielder Positions on the Roster screen. The Fielder Positions 
window appears (Fig. 14). 





Fig.14 Fielder Positions Window 


2 Select any alignment. A baseball appears next to your selection, and 
the chosen alignment will appear on the field map. 


Using the Custom Option 
Here’s how to design your own infield or outfield alignments: 
1 In the Fielder Positions window, select Custom in the Outfield box. 
2 Press the Control Pad » and release it. The left fielder dot will blink. 
Continue pressing » to cycle between left, center and right fielders. 
3 Press Button A to stop the blinking. 
4 Use the Control Pad to move the dot anywhere in the outfield. 


5 Press Button A when you have the dot where you want it. 15 
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6 Repeat with the center and right fielders. 
7 Follow steps 2 through 7 to customize your infield as well. 


8 Press the Control Pad «and then ¥ to highlight OK. Press 
Button A to save your new alignment. 


Setting Your Pitcher Rotation 
Teams are automatically assigned 10 pitchers: five starters and five 
relievers. Each starter will begin every fifth game. To move pitchers: 


1 Select Pitcher Rotation on the Roster screen. A box listing your 
pitching staff appears (Fig. 15). 





Fig. 15 Pitcher Rotation Screen 


2 Highlight the pitcher you want to move and press Button A. 

3 Highlight the pitcher you want to switch with and press Button A. 

4 Repeat steps 2 and 3 until you have the five starters and five relievers 
you want. 


2 Highlight OK and press Button A when you're finished. 


The pitcher at the top of the list under Starters is the team’s No. 1 starter 
and will pitch the Ist and 6th game. 


Using the Options Menu 


Select Options on the Pre-Game screen in the Exhibition Game and 
League Play modes, or on the Batting Practice screen (Fig. 24). 
(Exhibition Game, League Play and Batting Practice are available from 
the Main Menu.) 
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Fig. 16 Options Menu 


Player Controls 

The Controls box lists the two teams that are about to take the field. 
To select which team you are going to control follow the same proce- 
dure you used in Quick Start, page 3, #7 and #8: 


Viewing Selection 

Highlight one of the following views and press Button A: 

® Pitcher/Batter: Pitcher view when you're on the mound, and the 
Batter view when you're at the plate. (In two-player games, the 
Home Team pitches from the Pitcher view, while the Visiting Team 
pitches from the Batter’s view.) 

® Pitcher: The view from behind the pitcher's mound. 

= Batter: The view of the infield through the catcher’s eyes. 

=® Closeups: Closeups can be active along with any one of the three 
views above. This feature lets you see close plays on the bases in a 
special “zoom” view. To deactivate, highlight it and press Button A. 


Stadium Selection 

Highlight the current stadium in the Stadium box and press Button A. 
Use the Control Pad to scroll through stadiums. Highlight the one you 
want and press Button A again. 


Exhibition Game & League Play Options 


The Options Menu in Exhibition Game and League Play modes also lets 


you set the Level of Play. 
17 
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Level of Play 


Use the options listed in the Level of Play box to control the complexity 
of the game. To activate the options: 


1 Press the Control Pad a or ¥ to highlight options. 
2 Press Button A to turn on an option. A baseball appears next to it. 
3 When a highlighted option is on, press Button A to turn it off. 
Manage Only - On: You control everything except swinging, throwing 
and base running. Off: You control every aspect of the game. 
Pitcher Fatigue - On: Pitcher tires after a certain number of pitches, 
depending upon his stamina rating. Off: Pitcher never tires. 
Pitching Stats - On: Pitchers’ performances are based on their current 
stats. Off: All pitchers are equal. 
Batting Stats - On: Hitters’ performances are based on their current 
stats. Off: All hitters are equal. 
Running Speed — On: Players’ running speed is determined by their 
speed rating. Off: All players will run at the same speed. 


Designated Hitter - On: Designated Hitter will be used. Off: Designated 
Hitter will not be used. 


Fielding Errors - On: Fielding errors will occur randomly. Off: Fielding 
errors will not occur. 


Auto-Fielding - On: Computer fields ball, but you must throw ball to the 
base you want. Off: You control your own fielders. 


Stealing - On: Base runners can steal bases. Off: Base runners cannot 
steal bases. 


Pitch to Center - On: Pitcher will throw every pitch down the middle of 
the plate. Off: Pitcher can throw a pitch to any area of the strike zone. 


Fielding Marker - On: An X appears on the field to how you where to 
run your fielder for the catch. Off: No fielding markers appear. 
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Manage Only 


When Manage Only is active, you'll have these duties during a game: 
While on the field you can instruct your pitcher to: 

= Intentionally walk a batter. 

= Attempt a pickoff (requires a base runner). 

® Throw a pitchout (requires a base runner). 

In addition, you can: 

® Position infielders and outfielders. 

® View an instant replay. 

While batting, you can instruct your batter or base runner to: 
Take a pitch. 

Bunt. 

Hit and run (requires a base runner). 

Steal (requires a base runner). 

® Squeeze (requires a base runner). 


In addition, you can view an instant replay. 


Starting the Game 


You ve selected your teams, set your lineup, and configured the options 
the way you want. To begin play, highlight Play Ball! and press Button 
A. Then refer to Quick Start, pg. 3. 


Enjoying Your Own Highlights 
With the Highlights feature, you can store up to four plays and enjoy 
them over and over. To save a play to a Highlight reel: 
1 Immediately after the play, press START. 
2 On the Scoreboard/Lineup Screen, select Highlights. 
3 Select Store. The Keypad Editor appears 
4 With the Control Pad, move the flashing cursor to the letter or char- 
acter you want and press Button A to enter it in the highlight name. 
Select the left arrow button if you need to make a deletion. 
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5 When the highlight name is complete, select Done to save your play 
to a reel under that name. (To close the Keypad Editor without 
saving the play, select Cancel.) 

Saved highlights cannot be viewed during a game. If you want to review 
an instant replay during a game (see Instant Replays, pg. 9) do so 
immediately after the play and before storing it as a Highlight reel. 

To view a saved Highlight reel: 

1 Select Exhibition Game from the Main Menu, and then select 
Highlights. 

2 Select View on the Highlight screen. You will be prompted to "View 
Which Reel". 

3 Select the reel you want to view. 

4 The first frame of the highlight will be displayed (just as in Instant 
Replay) along with the Replay control panel. 

5 View your highlight in the same way you look at an instant replay. 

To edit the name of a saved play: 

1 Select Edit on the Highlights Screen. 

2 Use the Control Pad to select the name of the highlight you want to 
change. 

3 Use the Keypad Editor to edit the name, in the same way you did 
when entering a new name. 

To remove a saved reel: 

1 Select Remove on the Highlights screen. . 

2 Use the Control Pad to select the reel you want to delete and press 
Button A. 

3 Select Return to exit the Highlights screen. 


League Play 


League Play mode is the heart of HardBall II. Before you take the field 
you ll probably want to buy and edit some of the teams in your League 
(up to two ata time). 
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Buying & Selling a Team 
When you become a team owner, all League games involving your team 
must be played out rather than simulated (see Playing a League 
Game, pg. 29). To become a team owner: 

1 Select League Play from the Main Menu. 


2 Select the team you want to buy. The Team Summary screen 
appears. 


3 Select Buy Team. The Keypad Editor appears. 

4 Use the Keypad Editor to enter a manager's name, and select Done. 
5 Select Return to go back to the League Play screen. 

6 The name of the team you just purchased will be in black. 






Note: You can only own two teams at a time. 


To sell a team: 
1 Select your team on the League Play screen. 
2 Select Sell Team. You no longer own that team. 





Note: When you sell a team, any edits you made to that team, its play- 
ers and pitchers will be lost. All settings will be restored to the original 
team supplied on your Hardball //l cartridge. If you sell a team during 


a League Play season, the team and player statistics will continue to 
accumulate with the default team, and not be reset to zero. 


Editing Teams 
You can create a “dream team” by editing the roster of any of the 28 
teams included in HardBall II. You must own a team before you can 
edit it or its players (see Buying & Selling a Team, above). 
To view the Team Editor: 

1 Select League Play from the Main Menu. 

2 Select the team you want to edit (Team Summary screen appears). 


3 If you don't already own the team, select Buy Team. Enter a 
manager's name, using the Keypad Editor, and select Done. 
21 





4 Select Edit to view the Team Editor screen (Fig. 17). 





Fig. 17 Team Editor Screen 


2 Make your changes by following the instructions in the rest of this 
section. After making a change, press the Control Pad a or ¥ to 
select the next editing option. 

6 Select OK when you're finished editing to save your changes. If you 


don’t want to save your changes, select Cancel. 
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Note: The changes made to your team will remain effective until 





you sell the team or turn off the power. 


Changing the Team or Manager Name 
1 Select the name you want to change. The Keypad Editor appears. 
2 Use the left arrow button to delete the previous name. 
3 Use the Keypad Editor to enter a new name and select Done to save 
your changes. 


Changing the Team Summary 
You can enter up to eight lines of text to describe your team. To do so: 
1 Select the Summary box. The Keypad Editor appears, with the 
Team Summary to the right. 
2 Use the left arrow button to delete the previous summary. 
3 Use the Keypad Editor to edit your team’s description. 
4 Select Done to save your changes, or select Cancel to close the 
Keypad Editor without making changes. 
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Changing the Team Colors 

To select the cap and jersey colors your team will wear: 

1 Highlight Cap. 

2 Press Button A repeatedly to cycle through the available colors. 
Stop when you see the color you want on the ballplayer to the left. 

3 Repeat steps | and 2 with Jersey to choose a jersey color. 

Editing the Team Logo 

To edit the logo: 

1 Select the team logo. The Logo Editor appears (Fig. 18). 





Fig. 18 Logo Editor 


2 Use the Control Pad to move the cursor into the palette, onto the 
color you want. 

3 Press Button A to select the color, which appears beside the palette. 

4 From the palette, move the cursor into the drawing area by pressing 
Button B. Place the cursor over any square. 

5 Press Button A to apply the current color in the square. 

6 Repeat steps 2 through 5 to complete the new logo. 

7 Select OK to save your edited logo. Or select Cancel to close the 
Logo Editor without making changes. 


Selecting the Home Field 
Your team’s home stadium is listed in the Home Field box. To change 
your stadium, follow the same procedure in Stadium Selection, pg. 17. 
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Changing the Team’s Star Player 
The Team Summary screen includes a baseball card of the team’s star 
player. To change the star player: 
1 Select the Star Player on the Team Edit screen. The Select Star 
Player lineup appears. 
2 In the lineup, select the player you want as the Star Player. That 
player's baseball card will appear in the Star Player box. 


Editing Players 
To get into the Player Editor: 
1 Select League Play from the Main Menu. 
2 Select the team you want to edit. The Team Summary appears. 
3 If you don't already own the team, select Buy Team. Enter a 
manager's name in the Keypad Editor that appears and select Done. 
4 Select Roster to view the Roster screen. 


2 Select the player you want to edit and press Button A to display the 
Player Editor (Fig. 19). 
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Fig. 19 Player Editor 
6 Make your changes by following the instructions in the rest of this 
section. After making a change, press the Control Pad a or ¥ to 
select the next option for editing. 
7 Select OK when you re finished editing to save your changes. If you 
don't want to save your changes, select Cancel. 
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EX 
Changing a Player’s Name or Uniform Number 
To make a change: 
1 Select the name or number. The Keypad Editor appears. 


2 Use the left arrow button to delete the previous name or number. 


3 Use the Keypad Editor to enter a new name or number, and select 
Done to save your changes. 





Changing a Player’s Position 
To the right of the uniform number is a box showing the player's fielding 
position. To change to a different position: 
1 Select the Pos: box. 
2 Press Button A to cycle through the different fielding positions until 
the one you want is showing. 


Changing a Player’s Attributes 
To change a player's Speed (running) or Arm (strength): 
1 Select the option you want to change. 


2 Press Button A to cycle through the numbers from | (lowest) to 5 
(highest) until you see the number you want. 


To determine if a player bats or throws right (R), left(L) or switch hits (S): 
1 Select Bats or Throws. 
2 Press Button A until the letter you want is showing. 


Editing a Player’s Statistics 

Five stats determine how well a player hits, fields and runs the bases. 
Think of each stat as an average of the player's previous performances. 
To edit player stats: 

1 Select the stat you want to edit. The Keypad Editor appears. 

2 Use the left arrow button to delete the previous number. 

3 Use the Keypad Editor to change the stats within these ranges: 
Batting Average: 000-999; Stolen Bases: 0-99; Home Runs: ()-99; 
Errors : 0-50; RBIs: 0-199. 

4 Select Done to save your changes, or Cancel to close the Keypad 


Editor without making changes. 95 








Editing Pitchers 

Choose a pitcher just as you did a player by entering League Play, 
choosing a team, and then selecting Roster. Select the pitcher you 
want to edit. 

You edit a pitcher's picture, name, and uniform number the same way 
as in Editing Players. 
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Fig. 20 Pitcher Editor 


To change a pitcher's Speed (how hard he throws the ball), Accuracy 
(control) or Stamina (durability), follow the same procedure as you 
did in Changing a Player's Attributes, pg 25. To determine if he bats 
or throws right, left or switch hits follow the same procedure as you did 
in determining a player's batting/throwing hand, pg 25. 


Editing a Pitcher’s Statistics 
Six statistics determine how a pitcher performs on the mound and in 
the field. Think of each stat as an average of a pitcher's previous 
performances. 
To change a pitcher's statistics: 
1 Select the stat you want to edit. The Keypad Editor appears. 
2 Use the Keypad Editor to change the stats. Use these ranges: 
® Batting Average: Q00-999 
® ERA: .000-50.0 
® Wins, Saves, Losses, Errors: 0-50 
3 Select Done to save your changes, or Cancel to close the Keypad 
Editor without making changes. 
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Select Pitches 
Some pitchers’ bread and butter pitch is a fastball; for others, it’s a 
screwball or knuckler. You can select each pitcher's bread and butter 
pitch, along with three others. To assign pitches: 
1 In the Pitches window, select the #1 box. This will be your pitcher's 
best pitch. 
2 Press Button A to cycle through all eight pitches until you see the 
one you want. 
3 Repeat steps | and 2 to fill boxes #2 through #4. Pitch #4 is your 
pitchers least effective pitch. Pitches #2 and #3 are average. 


Starting the Season 
1 Select League Play from the Main Menu. You'll see the Start Season 
screen (Fig. 21). 


. 
cl 


7 
1 e 
ike 4 


or 
RTT) 
Mk we 
met 
oe 4 3 
‘ 33 
oo 
REE 
ee mie: 
a2 3 
oe 
- 4 


eecone 





Fig. 21 Start Season Screen 


2 Select Start Season. The Select Schedule list appears, with these 
choices: Complete - 162 - game schedule; Half - 81 - game schedule; 
Short - 13 - game schedule. 
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Viewing Schedules 
To view the League (weekly) schedule: 


1 Select Schedule from the League Play screen. The League Schedule 
appears (Fig. 22). 





Fig. 22 League Schedule Screen 


2 Select Next and Prev to browse through the entire season, one 
week at atime. The week being displayed is listed at the top of the 
screen. Use the Control Pad to scroll through the entire week. 

3 Select Return to go back to the League Play screen. 


Note: After you complete a week's games and move to the follow- 





ing week's schedule, you cannot return to view the previous week. 


To view a team (monthly) schedule: 
1 Select any team on the League Play screen to view a Team Summary 
screen. 
2 Select Schedule. The opponent's logo will appear on the calendar 
day that game is scheduled (Fig. 23). 
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Fig. 23 Team Schedule Screen 
4 Select Previous Month and Next Month to scroll through sched- 
ules for the remaining months of the season. 
> Select Return to go back to the League Play screen. 





Note: A red square on the Team Schedule indicates an away 


game; a blue square shows a home game. 


Resetting a Season 
Is your team off to a dismal 2-10 start? Not to worry. You can reset the 
current season back to opening day and try again! To reset a season: 
1 Select Reset Season on the League Play screen. 
2 Select OK to reset the season, or Cancel if you change your mind. 


Note: When you reset the season and begin a new League, all stats 
on the right side of each player's baseball card are reset to zero. 


Playing a League Game 


You can play a League game in one of two ways: (1) Play a complete 
nine inning game or, (2) simulate a game (computer calculates and dis- 
plays the score 3 innings at a time and the final box score). 


Playing a Complete Game 


To play a complete nine inning game: 
1 Select Schedule from the League Play or Team Summary screen. 
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2 Select the game you want to play. 
3 Select Play Out in Full. 
4 The Pre-Game screen with the starting lineups for both teams will 
appear, along with the game's linescore. 
2 See Quick Start, pg. 3 - 12, and Setting Up an Exhibition Game, 
pg. 12-20, for details on how to set up and play a game. 
You can play any game on the schedule in its entirety, whether you own 
one of the teams involved or not. If you own a team, you must play out 
all of their games in full. 


Note: You must select a game from the current week’s schedule. 
Pe 


which is highlighted on the monthly calendar, and you must play 
the games in the order they appear. 


Simulate a Game 


You can have the computer quickly play out (simulate) one or more 
games for you. All games prior to the one(s) you plan to simulate must 
be completed. 





To simulate one game: 
1 Select Schedule from the League Play or Team Summary screen. 
2 Select the game you want to play. 
3 Select Simulate. In seconds, the game will be played out and the 
final score and box score will be displayed. 
To simulate multiple games: 
1 Select Schedule from the League Play screen. 
2 With the most current week's schedule displayed, select Simulate. 
The computer will simulate the games for the entire week until you 
press START. 


Note: While simulating, the computer will stop if it reaches a 


game involving teams owned by the game player (an icon will 
appear next to the teams). These games must be played out in full. 
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Playing the Stars Game 


This mid-season classic is held at the half-way point of full and half 
seasons, and before post-season play in the short season. The Stars 
Game features a one game match-up of the best players from both 
Leagues. HardBall Ill automatically selects the best players at each 
position. The Stars Game can be simulated or played in full just like any 
regular season game. 


Post-Season Play 


After a season is over, two rounds of playoff games begin. If two teams 
are tied for a division lead after a season is over, they will play a one- 
game playoff to determine the outright division winner. If more than 
two teams in a division are tied, two of the teams are randomly chosen 
to participate in the playoff game. 


League Championships 


The divisional winners in each League play a best-of-seven series (first 
team to win four games) to determine the League Champion. The team 
with the best record during the regular season will host four of the seven 
games. The League Champion will then advance to the World 
Championships against the winner of the other League. 


World Championships 


Both League Champions square off in a best-of-seven series to determine 
the World Champion. Again, the team with the best record during the 
regular season will host four of the seven games. 


Note: Any or all League and World Championship games can be 





simulated or played in full, just like any regular season game. 
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Batting Practice (one player only) 


Sharpen your skills at batting practice, just like the pros! Select Batting 
Practice on the Main Menu — the Batting Practice screen appears. 


The first batting practice team will be selected automatically. To choose 


a different team: 

1 Select Choose Practice Team. 

2 Select the team you want. The Team Summary screen appears. 

3 Choose Select if you want that team. Select Return to choose a 

different team. ) 

The leadoff hitter in the team’s batting order is the one who will take 
batting practice. To choose a different batter: 

1 Press the Control Pad a to move onto the lineup list. 

2 Move the flashing bar over the hitter you want and press Button A. 


Editing a Roster 


See Editing Teams & Players for instructions, pg. 21 & 24. 


Using the Batting Practice Options Menu 





Fig. 24 Batting Practice Options Menu 


Select Options on the Batting Practice screen to go to the Batting 
Practice Options Menu. This menu is the same as the one described in 
Using the Options Menu, pg 17, with three additions: Homerun Derby, 
selecting pitch type and selecting pitch location. 
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Homerun Derby 


You'll receive 20 pitches, each worth fewer or more points depending 
on how well and how far you hit the ball. A home run is worth 1000 
points. 

Select Homerun Derby to activate it. Then try your luck in the contest 
using the same button controls as for playing a game. 


Selecting Pitch Types 
To select the type of pitch or pitches you want thrown: 
1 Select any pitch in the Pitch Types box. A baseball will appear 
next to it. 
2 Continue selecting pitches. You can select as many types of pitches 
as you want. 


Note: If you select two or more pitch types, they will be randomly 





thrown during batting practice. 


3 To deselect a pitch, highlight it again and press Button A. 
Selecting Pitch Locations 


To select the pitch location: 
1 Select one of the locations listed in the Pitch Location box. You can 
select only one location: 
® Center of Zone: Pitches will be down the middle of the plate. 
® High/Low: Pitches will be thrown across the plate, but to the 
high and low part of the strike zone. 
® Inside/Outside: Pitches will only be thrown to the inside and 
outside part of the strike zone. 
® Random: Pitches will be randomly thrown to all parts of the 
strike zone. 
2 Select OK to save your changes, or Cancel to delete them. 
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Getting In Your haken 


Your team is selected, and the batter and pitcher are ready to go. It's 
time for some serious hitting. To begin practice: 
1 Select Start. The playing field appears, with a batter, pitcher and 
catcher ready to go. 
2 Select your swing from the Batting Options window. The batter will 
step into the batter's box and the pitcher will throw. 


Note: Homerun Derby has a pre-set swing type which cannot be 


changed. 





3 Press Button A to swing. 

4 Repeat steps 2 and 3 for as long as you want to practice. 

2 Press START to quit and return to the Batting Practice screen. 
6 Press Button B to return to the Main Menu. 


Using Setup 


Use the Setup option on the Main Menu to customize League and play- 
off names, and turn the League music and menu sound off or on. Select 
Setup from the Main Menu to view the Setup screen (Fig. 25). 





Fig. 25 Setup Screen 


To customize League and playoff names and League logos: 
1 Select Customize on the Setup screen. 
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Fig. 26 Customize Screen 
2 Select the name of a League or playoff contest. The Keypad Editor 
appears. 
3 Use the left arrow button to delete the previous name. 
4 Use the Keypad Editor to edit the selected name. 
5 To change League logos, see Editing the Team Logo on page 22.. 


6 Select OK to leave the screen with your changes intact. Select 
Default to return the names or logos to their original settings. Select 
Cancel to leave the screen without making changes. 


To toggle the League music or menu sound off or on, select Music 
On/Off or Menu Sound on the Setup screen and press Button A. 


Password 


After each League game, a password is generated by the computer - 
write it down. When you enter a password, the season standings associ- 
ated with that game will carry over. 





Fig. 27 Password Screen 
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To view the password after a League game: 
1 Select League Standings from the Scoreboard Lineup screen to go 
to Season Standings screen. 
2 Select Password to view the Password screen. The current pass- 
word will be displayed. 
To enter a password and continue a season: 
1 Select Password from the League Standings screen. 
2 Select Enter New Password. 
3 Press </> /a/¥ on your Control Pad to highlight a character on the 
Keypad Editor, then press Button A. 
4 When the password is complete, select Done. 
ayer stats for the season, listed on the right side of each 


Note: P| 


baseball card, will be reset after you power down or resume 


season play with a password. 
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Customer Service & Warranty Information 


Accolade, Inc. warrants for a period of 90 days from the date of purchase by the original purchaser of 
this Game Pak that the medium on which it is recorded will be free from defects in materials and work- 
manship. A defective Game Pak which has not been subjected to misuse, excessive wear or damage 
due to carelessness may be returned during the 90-day period without charge. To receive war- 
ranty service: 


1 DO NOT return your defective Game Pak to the retailer. 


2 Notify Accolade Customer Service of the problem by calling (408) 296-8400 between the hours of 
8am and 5pm (Pacific Standard Time) Monday through Friday. Please Do Not send your Game Pak 
to Accolade before calling Customer Service. 


3 Ifa Customer Service Technician is unable to solve the problem by phone, you will be provided 
with a Return Authorization number. Simply record this number on the outside packaging of your 
Game Pak (be sure your packaging is at least 4" x 6" as many shipping companies will not ship 
anything smaller). Send the Game Pak and your sales slip or similar proof-ol-purchase within the 
90 day warranty period to: 


Accolade, Customer Service, 5300 Stevens Creek Blvd. #500, San Jose, CA 95129 


After the 90-day period, a defective Game Pak may be replaced in the United States for $15 (U.S. 
dollars; plus 8.25% sales tax if the purchaser resides in California). Make checks payable to 
Accolade, Inc. and return to the address above. (To speed up processing, return only the Game Pak 
not other materials.) Accolade is not responsible for items returned via First Class Mail. Any ex- 
changes or returns should be sent by Certified Mail, UPS™, Federal Express™ or other traceable 
method of shipment. 


This Game Pak and the user manual are provided to the customer under license from Accolade, Inc. 
and are subject to the following terms and conditions, to which the customer agrees by opening the 
package of the Game Pak and user manual and/or using the Game Pak. Granting of this license does 
not transfer any right, title or interest in the Game Pak or the user manual to the customer except as 
expressly set forth in this License Agreement. 


HardBall lll is a trademark of Accolade, Inc. and is officially licensed by the Major League Baseball 
Players Association. MLBPA logo © MLBPA. All rights reserved. All other trademarks and regis- 
tered trademarks are properties of their respective owners. Neither the Game Pak nor the user manual 
may be duplicated or copied for any reason. The customer may not transfer or resell the Game Pak or 
user manual. 


The remedies provided above are the customer's sole and exclusive remedies. In no event shall 
Accolade, Inc. be liable for any direct, indirect, special, incidental or consequential damages with 
respect to the Game Pak or the user manual. Except as provided in the warranty section, Accolade, 
Inc. makes no warranties, either express or implied, with respect to the Game Pak or the user manual, 
and expressly disclaims all implied warranties, including, without limitation, the warranty of merchant- 
ability and of fitness for a particular purpose. 
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